
Unit 2, Lesson 1: A New Problem 
 
Lesson Intro:  

Theme of the Day 

The door opens and the animals look miserable and upset. The animals lost their 
habitats and are trapped in their cages without food. Luckily, the trainees know how to 
come together and solve a problem. Everyone will need to learn how to code 
throughout this unit to help save the animals from certain harm by rebuilding their 
habitats!  

 
Learning objectives Concepts (Social & Cross Curriculum)  

● Students will understand the 
commonalities and differences in 
how computers and humans 
communicate 

● Students will understand the 
connection between humans and 
coding 

● Connection 
● Following Directions 
● Problem Solving 
● Collaboration  

 
Vocabulary Guiding Questions  

● Code 
● Procedure 
● Directions 

 

● What is a procedure and how do 
they tell us what to do?  

● What similarities are there between 
how computers and humans follow 
directions/code? 

● What is coding? 
 
 

Resources  

● Blindfolds 
● Student-Facing Videos  
● Space Bucks  
● Space Bucks Envelope 
● Scratch Classroom Setup Guide 
● Movement Poster 
● 1-4 computers with pre-assessment  
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Lesson Procedure: 

Camp Fire (10 min) 

Don’t Forget: Create space in the classroom to play the game. Make sure space in 
the middle is clear for the game. 
 
*Remember to use the Scratch Classroom Setup Guide and relevant link found 
on the website to create a Scratch classroom and student profiles for the next 
lesson. This is CRITICAL for the next lesson!  

Mini-lesson:  
Give students a brief explanation/review of Campfire and tell them that today we are 
going to be playing a game called “The Minefield”. 
 
Have students find a partner. Tell each partner to line up on opposite sides inside the 
game space. Tell students to get their objects (shoes, crumpled up paper, scarves 
etc.) and throw them in the space in the middle. Explain to students that these objects 
are now mines.  
 
You will ask the partners on one line to close their eyes (or put on a blindfold, 
optional). It will be the job of the other partner to get them to the other side without 
touching the objects/mines in the middle (shoes, paper, etc) using their 
communication skills.  
 
If a student does touch a mine they will need to start again. Tell students that you will 
be moving the objects/mines once their eyes are closed. For an additional challenge 
scatter the objects all around the game space!  
 
Give students one minute to think of a strategy for getting around the mines that might 
be different from other teams. Explain that they will need to help communicate to their 
partner how to move (e.g. clapping, whistling, yelling, etc). Referee the game and 
direct students back to the start who have touched an object or who have opened 
their eyes while trying to reach their partner. 
 
If a partnership is done, switch roles. If they don’t make it to the other side in five 
minutes, switch roles anyway. 
 
Give out Space Bucks for good communication, and teamwork skills. 
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Teacher Guided Learning (10 min) 

Don’t Forget: Make sure to have the Movements Poster displayed. 

Mini-lesson:  
Introduce the theme of the day. For today’s mini-lesson you’ll start by connecting the 
Campfire activity to coding on a computer. Students followed the directions of their 
partners just like a computer follows the code we enter into it. In this activity, one 
partner was like a programmer and the other was like the computer. Ask students how 
they communicated with their partners and which ways of giving directions were the 
most successful. Discuss the different possibilities for communication – nonverbal, 
written, etc.  
 
It is critical that students understand that a computer can’t do anything until we tell it 
what to do! 
 
Writing code on a computer means you are creating steps that need to be followed 
exactly in order to make something happen. You need to be careful to think of each 
part. Just like making a PB&J sandwich. If you forget to grab a knife, how can you 
make the sandwich? 
 
Explain that today we are going to be playing a game in which we give each other a 
code that we have to follow. Demonstrate how the game will be played. One person 
(the teacher) will be the coder giving the signals and one person (the computer) will 
follow the commands. Play up the idea of acting just like a computer and doing only 
what the coder says!  
 
Then give an example by demonstrating the game with a student-partner and having 
them follow the code. Remind students that they will need to come up with their own 
code and cannot copy the teacher example.  
 
Here are the movements all students must have in their code: 
Movements  
Walk Forward 
Walk Backward 
Jump 
Spin 
 
Teacher example:  
When you touch your nose, that is the code to walk forward.  
When you rub your elbow, that is the code to walk backward. 
When you raise your hands high, that is the code to jump. 
When you tap your knees that is the code to spin all the way around.  
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Give out Space Bucks for students who are on task and have a positive attitude.  
 

Partner/Team Practice (15 min) 

Don’t Forget:  
Make sure to have the Movements Poster displayed. No video for this section.  

Mini-lesson:  
Partners will create their own code! Just like in Teacher Guided Learning, partners will 
come up with their own codes for the movements below. Remind students that they 
should really play up the idea of acting just like a computer and doing only what the 
coder says! 
 
One person will be the coder giving the signals and the other person (the computer) 
will follow the commands.  
 
Movements  
Walk Forward 
Walk Backward 
Jump 
Spin 
 
Their goal is to create lines of code that move their partner from one point to another 
in a unique way while including all four of the movements at least once. 
 
Both students should practice giving the code signals (being the coder) and being the 
“computer”. Students should memorize this code as they will present it to the rest of 
the class during Reflection Time.  
 
Give out Space Bucks for good communication, teamwork skills and anyone who 
really puts some effort into looking computer-like. 

 
 Reflect/Connect (20 min) 

Don’t Forget: You’ll need space in the classroom for students to perform their code. 
Have 1-4 computers ready and loaded with the Pre- Assessment/ Survey. 
 
 
*Remember to use the Scratch Classroom Setup Guide and relevant link found 
on the website to create a Scratch classroom and student profiles for the next 
lesson. This is CRITICAL for the next lesson!  
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Mini-lesson:  
Partners will perform their code for the class. It is the job of the class to guess the 
presenter's code and how it works! 
 
Once all the groups have finished, ask students the following questions: What types of 
codes worked well? What codes did not work well? How do you think this will relate to 
coding on a computer?  
 
When groups finish their performances tell them that they will need to go to the 
computers to take a survey. This is really the Unit 2 pre-assessment.  
 
Tell students that the purpose of these questions is to see what they know already 
about coding.  Students should try their best for each question. Remind them that it is 
normal not to know what the answer is. 
 
Give out Space Bucks for students who are on task and demonstrating good 
communication skills when answering questions.  
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Models: 

 Scratch Classroom Setup Guide 
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Movement Poster 
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